SEGA'S SUPREME FIGHTING TEAM IN THEIR OWN MAGAZINE! 
THRNAT 


Te Loes 


Welcome to a new era in action and adventure - 
welcome to the Eternal Champions Specii 
Journey with me now into the events that created the 
hottest new fighting team In history! 


PAST 


In January 1994 Sega blasted the Ete 
Champions game into the hands of Maga Orive 

H owners all over the world, This was a fighting game 
with a difference; not just another coin-op conversion 
but a whole new game created specially for the home 
video game consoles, 

It also introduced nine amazing new characters all 
with detailed background histories and incredible 
abilities. What was more they came trom ditferent 
time periods in history - combining to form the most 
unique fighting team ever, 


PRESENT 


The Eternal Champions have already outgrown their 
H 


Lapis: 
of The Eternal Champi 


Britain's top-selling official Sega comic, and now 
they star in their very own Special. 

This js your chance to meet the Champs in three 
brand-new comic stories, including the never-before- 
told origin, plus their own individual, detailed 
biographies. You also gst to see the most complete 
list of game moves and Special Moves seen in any 
magazine! 


FUTURE 


What les instore fr the Champions? As fr ax tei 
ont eaplla go, be! eis fot STC already a 
produslon- he itt of many return appearances 

Astor their gues appearance, checkout he 
ness of Tho Champions featirebapaning on 
age 24. Miche! Lathan, producer ofthe game 
Grops some mouthwatering hints about pew ternal 
Champions games, 

What about anotner Eternal Champions Special? 
Well ths one's upto you. Write and Bt 
le Us know what you think of this one TRIDENT 
snd what you'd I fo og ina ath 
E., Speciale, After al the future ; RAX 
sn your hand 


Eternally Yours, 32 XAVIER 


LARCEN 
SHADOW 


THE ETERNAL EDITOR 34 JETTA 
36 SLASH 
38 MIDKNIGHT 
tH) BLADE 


GENESIS. OF THE CHAMPIONS 


JATHAN BLADE IS FELLED 
ADLY rE 


‘y\) mei AL AD. BOUNTY HUNTER 


BAT AND 

NARY JETTA MAXX'S 

AGT ENDS IN 
SABOTAGE 


ME, GHAMPIONS, 
WELCOME TO THE END 
OF THE WORLD. 


| AM THE ETERNAL CHAMPION AND 
THIS 1S MY DOMAIN. YOU WILL BE 
TRAINED HERE FOR THE DAY OF 
DETERMINATION, WHEN THE STRONGEST 
OF YOU WILL BE GHOSEN IN COMBAT. 


AZ ~ 


FO 

FOR THE 

FOR THE FUTUR 
HUMANITY ITSELF, 


BY THE GODS, = 
ARE WE IN HEAVEN 2 
= J 


ies 


AL 
Know How 
E GOT HERE 


| AM CHARGED WITH THE POWERS 
OF THE GREAT MARTIAL ARTS 
MASTERS TO MAINTAIN THE 
BALANCE BETWEEN GOOD AND 


CHECK OUT THE 


OPPOSITION. 


/ 


L GHAMPION' TREATS THE 


NT A LIFETIME CONTROL! BAD JOKE. am E TE 
cE ‘+ SCAPE FROM DEATH AS A FAVOUR TO BE 


IRE'S URGE TO KILL. IT Hi ELIEVE Mi 


8 E 
HARD. $0 VERY HARD. NO KILLER EITHER, GRANTED TO HIS CHOSEN WARRIOR 


A> Ae 


WHEN HE COULD ENLIST US 
ALL IN THE BATTLE TO SAVE 
THE FUTURE OF HUMANITY ! 


7 ou HUMANSS DO NOTHING BUT BA8BLE! a 
MOVE ASSIDE! THISS BATTLE ROOM ISS 
ONLY FOR TRUE WARRIORS! \ 
X Ty 


PAH! HOW CAN | FIGHT WHEN AS 
| CANNOT FATHOM THISS r YA we onepartune § 
MEGHANIGAL CONTRIVANCE ! FOR OUR HONOUR 

> : AND OUR LIVES, 


IN THE DAYS THAT FOLLOW. 
THE TRAINING [S FAST AND 
HARD, AS THE NINE 
FIGHTERS TAKE ON THE 
BATTLE ROOM ANO EACH 
OTHER. UNTIL. 


WEY! WATCH 
THE HARDWARE: 
‘You BiG APE! | UUs SET 
THOSE PARAMETERS TO TEST 
‘MY TRACKING BLADE! YOU'RE WAY 
OUT OF LINE, 
7 Ie YOU TOUGH THOSE 
CONTROLS, SLASH. YOU UUST 


IT 1S OVER! THE 
ROOM HAS 


\ a) if 


i 


CAN YO 
‘A CAVEMAN ? 


) A SSHAME 
( ff ant THE ONLY 
' \ Mf) FicaTeR WITH 
|\ A Taste 
Cina \ FOR IT. 


Dior ToUgHER. 
SINCE YOUR DAY! 


THE WIN 
Shapaw vamoro. 


MES OF A FI 


WHICH IS WHY 
WE MUST WORK 
TOGETHER WITH 
THE ETERNAL 
CHAMPION 


ONLY THEN CAN We PREVENT 
THE EVIL OVERLORD FROM 
DESTROVING THE REMNANTS 
OF THE HUMAN SPIRIT. 
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HEN LET THE 
ADOW YamorTo. 


JRNING DEATH 
CHOOSING 
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FULL NAME: 


Cat burglar, petty 
criminal, 


Preying Mantis Kung 


Stand Stil 
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Close To 


BACKGROUND: Living in an era of 
organised crime and gangland bosses Larcen 
Tyler learnt his illegal trade under the wing of Mr 
Tagliani, one of the most powerful of the crime 
syndicate bosses. Larcen, however, had one 
serious ‘flaw’ in the eyes of his criminal masters 
= he would not kill. Instead he used martial arts 
moves to immobilise his attackers. 

When asked to secretly take a package to 
the head of another crime syndicate, 
supposedly recovering in a hospital, he instead 
found the incorruptible chief of police there 
Realising he'd been set up, Larcen tried to throw 
the package out of the window. But it was too 
late. 

The bomb killed Larcen, the police chief, and 
most of the people in the hospital. 


APPEARANCE: Looks like a typical 
private detective of the period - save for ‘cat's 
claw’ hand weapons, grappling hook and shoe 
blades. 


Crouch Jump Up 


Outward 
Low Crouch 
Punch 


Damage 6% 


Strike 


Damage 7% 


MANNERISIMS: Chews gum. Watches 
everything like @ hawk, 


LIKES: Jetta Maxx - a lot. She admires him 
for his un-swerving refusual to kill, unless he 
really has to. He admires her for her 
revolutionary ideals and hatred of tyranny 
Larcen keeps himself to himself most of the 
time, and is neither liked nor disliked by the rest 
of the Champions. 


DISLIKES: Hates pasta, especially 
tagliatelle, as it reminds him of his old boss. 
Usually calm and unflappable, Larcen has 
developed a neuroses about sudden loud bangs 
or explosions - it sets him trembling every time. 
“1 got blown to *@2%" once”, he'll mutter under 
his breath when asked about it. 


SPECIAL MOVES 


Downs ¥+Z 


Button: 


Stand Still 


y F 


Hidden 
Kick 
Attack 


amage 3% Damage 5% 


Low Angle 


BACKGROUND: 
A deadly corporate assassia, working for the 
Orchid Corporation. Shadow 


fiquidate 


certain individuals whose a 


he group’s international business “obje 


carried 0 


ier sinister job without thinking about t 


morals or ethics of it until she discovered t 


she not complete an assigned to the corporation's 


satisfaction, another assassin was ready to eli 


her. Disillusioned, Shadow resolved to expo: 
But before 


terrible corruption she saw all round 
she can do so she was pushed to her death from the 
101st floor of a Tokyo tower block. 


APPEARANCE: 


Long flowing black hair, black mask over beautiful 


porcelain features. Her hair and long leather boo! 


conceal many ninja tools and weapons (though 
how is always a mystery!) 


MANNERISMS: 


She appears coy and mysterious, almost childlike 


Close To 


nate 


quite charming in an innocent schoolgirl kind of way. 
Naturally, this is all show, for underneath he is 


ruthless and calculating, 


LIKES: 

Shadow likes to make fun of Slash and Trident - and in 
such a way that they don’t ever realise she's doing it. 
As for RAX, well, she teases him cruelly - his 
discomfort is her amusement, Secretly, however, she 
by the attention he gives her. “Heaven 
the should find out, though!", she'll say to 
he friend, Jetta Maxx. Shadow cultivates an air of 


mystery, shrouding herself in a web of lies and 
contradictions. Few people ever get to know the real 
Yamato 


DISLIKES: 

Since falling from a Tokyo tower block, she has 
developed a fear of great heights. She particularly 
dislikes missions in which she has to absail or climb. 
She also has an unlucky number - 101 (the floor she 
fell to her death from). 


SPECIAL MOVES 


Hand Edge 


Middle 


Ruttons A+B+C for 3 seconds 


Strike 
Damage 8% 


Inward Foot 
Sweep 


Kick 


Somersault 


Move back for half a second, forward +A 
or Bor 


Press down , up +B 


X+Y4Z or AB or B4C or XY or YZ. 


Move back for half a second, forward +X 
or 


Damage 6% 


Move back for half a second, forward +2 


Buttons A+B or B+ or A+C 


Flying 


Scissor 


Buttons X+Z 
aunts the opponent with gestures and 
body moves 


Kick 


(CHAMP STATS 


TRIDENT 
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BACKGROUND: 

An ongoing power struggle between the 
Atlanteans and the Roman Empire finally came to 
a head when Atlantis tried to persuade Rome to 
join forces with them.The Romans wouldn't co- 
operate. For them, supremacy or oblivion were 
the only two options. They took the offensive, 
determined to drive the Atlanteans into the sea. 
To help them in their fight Atlantean scientists 
genetically engineered Trident - half human, half 
amphibian - to take on the opposition. Trident 
was killed when the Roman forces toppled a 
gigantic stone pillar onto him. This pillar also 
held up the Great Dam of Atlantis and with its 
collapse the sea rushed in and washed all 
Atlantis away. 


APPEARANCE: 

Greenish scaled skin, gills and gold pieces of 
armour (shoulder pad, helmet, wrist bands}. 
Deadly trident in place of his right hand, which 
he lost in a fight with a shark - hence his 
nickname. 


THE MOVES 


Stand Still | Close To Crouch Jump Up 


Head Butt Upward 
Blade 
Attack 


Damage 4% Damage 5% 


Bockslash 
And Roll 


Upper Cot 


Damage 9% Damage 10% 


Handstand Squat Kick 


Attack 


Jumping 
Axe 


Damage 6% Damage 5% Damage 5% 


Double 
Close Kick 


Massive 


Damage 12% 


Jump At 


Downward 
Flying 
k 


Forward 
Knee 


Damage 7% 


MANNERISMS: 

Arrogant and proud. Often stands perfectly still 
and unmoving, like a lizard, Needs to be fully 
immersed in salt water at least once a day. 


LIKES: 

All seafood and all things to do with the sea. 
Friendly with Slash, but hates Xavier ever since 
he heard him speaking in Latin. The other 
Champions he thinks are mad, except RAX, who 
he can at least understand. 


DISLIKES: 

Distrusts all humans at first. Hates Romans from 
any time zone! Has an unnatural fear of stone 
pillars. 


SPECIAL MOVES 


Buttons YZ 


Buttons AtB 


Buttons B+C 


Buttons X+¥4Z 


Move back for half a second, forward +¥ 


Buttons X 
it with gestures and 


BACKGROUND: LIKES: 


Coswell was one of the world's greatest kick- He hangs out with Slash and Trident because 
boxers but when the sport was taken over by there is nothing RAX likes better than a good, 
cybernetically-enhanced humans Coswell could hard punch-up. This isn’t just because he’s a bit 
only stay in contention by becoming a cyborg of a thug, but when his cyber-ehancements go 
himselfe. His expensive Robotic Artificial into Combat Mode, it cuts off certain nerve 
Exoskeleton conversion was financed by awell- centres that control the constant pain he feels. 
known crime boss of the time, RAX met his RAX has developed a crush on Shadow Yamoto 
untimely end when the crime boss, wanting to and would do anything for her - and she knows 
make money on a safe bet, fixed the it. He is constantly trying to impress her in every 
championship fight at the Cyberdrome by way. On the plus side, RAX is fearless, loyal, 


planting a computer virus in RAX's systems reliable and 2 good, tough fighter. He loves Thai 
software. RAX dropped dead in the third round. food. 


APPEARANCE: DISLIKES: 

Half man, half machine with several cyber The constant pain caused by his exoskeleton 
enhancements - robotic sighting device, armour _convserion and implants 

plating, cyber exoskeleton, ete. 


MANNERISMS: 

k Walks with a jerky, robo-gait, accompanied by 
| eM 5 f the electronic hum of his locomotive servo: 
os =— = motors. 


RAX: THE MOVES 
Stand Still | Close To Crouch Jump Up SPECIAL MOVES 


Clothesline Jumping Flying Jab 
Jab Punch Strike 


Damage 6% Damage5% | Damage7% Damage 7% 


wn for half a second, then up 
+B 


Buttons X+V4Z 


Buttons A+B+C 


Spinning Spin Jet | Driving 


Back Fist i: Fist Strike 
Attack ii n half a second, forward 


Damage 11% ~ 


Side Knee 
Round Strike Snap Kick 
House Kick L 


Buttons AtC 


Damage 7% Damage 8% 


Mid-Spin Buttons X4z 


Round aunts the opponent with gestures and 
ly move 


Round 
House To 
Head Shot 
Damage 11% 


MEET 


Any video game - especially one as 
complex and big as Eternal Champions, 
doesn't appear out of thin air. It is the 
product of many months of hard work by a 
number of people. In the case of E.C. one 
man, more than any other, was 
responsible for the look and feel of the 
game - not to mention coming up with 
nine of the toughest fighters time has 
ever known. 

E.C. Special was able to get this 
exclusive interview with Michael Latham 
of Sega of America, where the game was 
developed, along with a unique look at 
how the characters were designed as well 
as some that didn't make it to the final 
game. 


How did the concept of Eternal 
Champions come about? 


Eternal Champions was a passion product of 
mine. | wrote the story, created the design and 
enjoyed every minute of its creation, | had done 
several other fighting products before, but | really 
hadn't had the chance to put all the ideas into one 
oduct, | loved both SF2 and Mortal Kombat, but | 
Il saw the need for a product that was designed 
the home user. | believed that there needed to 
be a product for players of all numbers and stills. 
The training modes and instant replay are really 
useful if you use them. You will find that you learn 
ter timing, and with the replay mode you can 
ally analyse where you made your technical 
errors. In addition, | loved the characters. 
Eternal Champions for Sega is more than just & 
fighting game, it represents a new gaming 
universe, We plan to develop a wide variety of 
games and other products based around these 
aracters. 


Who had the idea to do 


Eternal Champions started around 18 
months ago. It was decided that Sega needed to 
expand its fighting category from Streets of Rage 
to another type of fighting game that was similar to 


PRODUCER OF THE ETERNAL CHAMPIONS... 


Street Fighter 2. The first Producer proposed 
Very basic rip-off of SF2 that centred around 
“Dwarf-beating’! Atter reviewing this concept it was 
decided that this wasn’t quite the approach we 
wanted to take! The project was cancelled and ali 
that was kept was the name Eternal Champions, 
Later | was asked to restert the project from the 
ground up. | proposed the approach was to create 
44 game different to both SF2 and Mortal Kombat, 
It would contain the same gameplay qualities, but 
in all other aspects employ an original approach. 
The concentration on the design was based around 
the home player, since the other two games were 
based on coln-op conversions. Sega liked this 
approach and took the risk of not just doing a 
Quick knock-off, Since! was going to write the full 
design, it was decided to keep the project ‘at 
home’, within ous own internal development group, 
Sega Interactive. 


How long did it take to 
develop the game? 


As | said, Sega was planning a fighting game 
‘about a year and a half ago, Myself and Sega 
Interactive didn’t restart the project until about a 
year ago. When we did we had to do everything 
from scratch. 

The actual programming and art for the game 
was finished in eight months which, considering 
the size of the game, was a very short amount of 
time. We solved this by having 22 people join the 
development team in order to meet the challenge. 
We also had testers actually on-site for over two 
months. | also would stay for a week ata time in 
order to write design changes right on-site. 

Jt was a real team ~~ 
experiance, On the last (¢/ty) 
month of the project. we Ns Ke 
‘actually rented 11 
hotel rooms s0 that 
the entire team could ) 
work around the 
‘lock without going 
home! 


ae 


How many 
| 

people in all 
were involved 
in the project? 


it's hard for me to figure an absolute grand 
total, When you doa project like this there is a lot 
of people who you always forget, even though their 
help was so important, As | said, Sega Interactive, 
who did the art and programming for the game, 
contributed about 22 people to the project. There 
were also three music teams, which added another 
13 people, Then there were two main on-site 
testers, six additional on-site testers during the 
last two weeks, 80 Sege testers, four marketing 
people, ten storyboard artists, and many others. 
This doesn’t even include all the many others that 
gave ideas, helped with game balance, or told 
Us that certain ideas sucked! For an 
additional head count, you can check out 
the credits page of the E.C. manual- 
which is the largest in Sega of 
‘America history! { 
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ECS: Who created the E.Cc. 
characters? 


ML: ina sense the users did, The characters 
were created by @ unique method we had not used 
before. We had fortnightly focus groups with kids 
from all age ranges. Then we created ¢ list of 
hundred archetype characters; like pirates, ninjas, 
gangsters, etc. This list was then voted on and 
slowly got reduced. 

When we got down to 50 archetypes, | started to 
create character biographies for each of them, 
Then when we got down to 20 we started to draw 
primitive sketches. | would write up several 
costume and move ideas for each character. The 
kids and testers would then review, pick the best, 
or add ideas. In the end we had 11 characters that 
were the top choices. | then completed all the rest 
of the character information in my design 


ECS: How were the mannerisms 
of the players decided on? 


Mi 

¥ ‘mannerisms. After spending half a year writing 

all the moves and biography information, the 

characters really became real. | could close my 
‘eyes and see these characters moving 
around and performing their moves. A 

couple of their mannerisms were also 
improved by the artists, since they also 
‘grew to know the characters well. It rally 


One trait in successful video games is the 
need for the character to have distinct 


takes a talented crew of artists to make 
‘these small mannerisms work. My favourite 
two are Larcen’s coin flip, and the other is 


Blade's powering on and off of his power cuts, 


ECS: Who chose all the different 
martial arts in the game and 
why? 


ML: | chose all the martial arts and designed all 
the moves the characters use, 

Since | was a litte kid | always loved martial 
arts. As | said earlier, in my early software career | 
did several fighting products, including a product 
by Activision called Tongue of the Fatman. This 
was done before Street Fighter was a coin-op and 
the fighting category wasn’t as hot as itis now. 

When { started to design Eternal, | bought 
every book and video about martial arts | could 
find, As | did more research | began to find that 
there were very many different styles, | then began 
to pick the unusual ones but | had to make sure 
that all the styles would be somewhat 
compatible. There are some fighting styles 
that are so unique that they would be too 
difficult to attack or defend with. | also 
had to pick fighting styles that could 
support combos. This may not sound hard 
ut many fighting styles don't support 
moves that easily string together. 


ECS: Why did you decide on so 
many real moves? Was it just a 
case of trying to outdo SF2? 


ML: No, it was because we decided to hav 
the characters use real martial arts. 

In martial arts there is an importance for every 
move; it can be both defensive and offensive. This 
is the case with Eternal Champions, Every move 
can be used in multiple ways. Our intention was 
not to have a better move number than SF2, but to 
instead get a more realistic and imaginative 
approach to the fighting system. SF2 is really an 
awesome game because of the simplicity of its 
Interface and fighting system. This simplicity 
allows SF2 its great ability to do a string of 
combos. 

With Eternal we choose to emulate a more 
realistic approach to fighting where moves have 
‘greater complexity, while still allowing the ability 
to string great combos, This subtle difference 
gives the game two very different feelings. In 
addition, we used real martial art training tapes for 
references for the artists. This meant over 30 video 
tapes were used with each move being time- 
referenced directly from the videos. 


ECS: How did you create all the 
names for the moves and how 
long did it take? 


ML: As I've already said, many of the moves are 
actually based on real martial arts. | researched 
the moves trom videos and books. | tried to keep 
thetr original names but | sometimes changed them 
to sound 4 little more exciting, However | did write 
all the original names for the special moves. 

A few of them changed as the testers came up 
with even better ideas, This took a lot of time and 
was constantly being changed as we learned that 
certain moves needed to be adjusted for game 
play. The game design manual was over 800 pages 
Jong and the moves descriptions took up at least 
400 of those pages. We were still coming up with 
names right up to the tinal testing of the product 


ECS: How useful are the combo 
moves? How deep do they go? 


ML: Combo moves are very useful. We have 
developed and discovered a wide variety of 
combos. The primary difference trom SF2 
combos and our combo system is that 
each of our characters have different 
ratings. These different strength, 
damage, equilibrium, and resistance 
ratings means that each character 
may be more effective or less effective 
against another character. 

As far as how deep the combos go, 
we are still looking. Given the complexity 
of the system, it may be quite @ while 
before we find all the combos and just 
how deep they go. 


or 


ECS: Could you explain how the 
game’s ‘intelligence’ system 
works? 


‘ML: The game uses a system called DPA, which 
stands for Dynamic Play Adjustment, This Artificial 
Intelligence technique keeps a running analysis of 
the player's style. As the player continues to play, 
the DPA algorithm wil begin to be able to predict 
and defend against a player who uses pattern play 
techniques. This makes Eternal very hard to 
maste! 

‘Most people use pattern plays which DPA can 
defeat. This is not to say that the system doesn't 
have some weakness. Sometimes the system will 
{ail to protect against the most simple move 
‘because it doesn’t consider that move a threat 
‘over another type of move. When we do the next 
version, it will be really sophisticated because we 
will be able to improve this technique even further. 


ECS: There are three training 


modes: Dexterity, Holo-Trainer 
and Practice. Are they 
necessary? 


‘ML: They're as necessary as the 
player wants to make them. 

‘A practice mode is like 
a piece of exercise 
equipment, It only 
helps if you use it 
enough and use it 
right, One vi 
Eternal’s training 
area won't 
makes 
difference, but 
if you work to 
raise your training 
scores you will gain 
better control of your 
character, 

The training modes 
also teach you to use 
your core moves 
rather than just using 
the specials. Mastery 
of the core moves is 
the difference betwee 


ejreue partormer ana 
tinaly, wth-corlone 
change, the Ranglin 


clpeue acrobat 


ECS: Are there any different 
endings or ‘Easter Eggs’ (secret 
menu screens) in E.C.? 


ML: In Eternal each character has a different 
‘nding when they are returned to the life that was 
stolen away from them. As for any hidden features, 
wo were $0 busy adding options wo didn't have a 
lot of time for ‘Easter Eggs’, If you have a Game 
Genie, you can actually use it to take on other 
characters as the Eternal Champion, One never 
knows though, maybe there is something there Iti 
is, even I don’t know about it! 


ECS: The game works best with a 
six-button joypad. Do you see 
players with three-button pads 
missing out on the gameplay? 


ML: Not really, We allow three-button players to 
switch between kicking and punching by using the 
Start button. While this is less convenient than the 
six-button interface, it still can be mastered 
Our testers were able to play the game with either 
game pad with no difference to their pertormanct 
It Thad to pick a favourite, the game really is at 
its best when you use a six-button pad. It allows 
the game to be played at its most simple layout, 
which is good considering the complexity of each 
character, 


ECS: How long do you think it 
will take to complete the game? 


MLL It really varies from player to player. Only 
10% of our testers were able to beat the Eternal 
Champion at the game's end. 

When you enter the contest in Eternal you enter 
4 really tough challenge. There is no exit or way to 
fers. When you choose the Contest 
fighting for the life of the 
character you choose, You must either be 
the other contestants or turn off the 
machine in utter defeat. When you lose you 
go back two characters, and when you 
face the Eternal Champion you have 
only two chances. 

This may sound fierce, but when 
you're fighting for your lite, it's no 
easy task! 


ECS: In what ways do you 
think E.C. is better than 
SF2? 


ML: | really try and avoid this 
comparison. The team who did 
Eternal, including myselt, are big 
SF2 fans. | used to be the office SF2 
champion, until some testers took me 
apatt, 

The fighting techniques and 
engine for Eternal are very different 
from SF2, They have a different feel 
from each other, including combo 


systems, special moves, and interface. The real 
difference is in the 
SF2 was a direct port of the coin-op game, while 
Eternal was the first game developed for the home 
‘user, This difference is apparent in the options: 

|. Eternal allows three training 
‘modes, unlike other games where the only ‘training 
‘mode’ Is the endless roll of coins into the siot, 

it mode that supports 


types. In addition, there is an instant repiay mode 
that can play a frame-by-frame replay of the fight, 
‘or just the best highlights in any direction. There is 
also a Battie Room mode that allows the players to 
configure 18 different projectiles, which can attack 
the players as they fight. Finally, all the time, 
speed, match, and other options can be changed in 
any section of the game, 
All these controls, combined with 2 five-boss 

‘nding sequence, makes for an experience tailored 
i wanted the users to feel like 
tor any experience they wanted 


his Is a very tough question since | helped 
invent all of them! If | really had to choose I would 
pick Larcen. He was the first character that | 
created and, at first, the Sega marketing 

partment didn’t like him. | kept fighting to keep 
im alive a5 we were focus testing. After a few 
tests, Larcen became the most popular anc has 
stayed that way though the entire process. | like 
him because he was modelled on a great uncle of 
mine, who was a chiel of police in old Chicago, In 
addition, the martial arts style of Preying Mantis is 
4 personal favourite of mine, 


Two other characters are also very special to 
ime. One is Jetta, who almost was ‘killed’ due to 
low scores from the focus groups. Once | gave her 
the ability to move super fast and the acrobatic 
background she began to pick up points. During 
our fast focus group, she actually scored higher 
than Shadow for the first time. 

The other character was Xavier. I really loved 
the character but we could never get his costume 
right. He always looked like he was wearing @ 
bathrobe, a ‘mini-skirt’, a pilgrim outfit, or many 
other inappropriate variations. Albert Co, the 
project's lead artis, finally solved the problem by 
giving him the costume he now wears, | really like 
Xavier because | feel his special moves are most 
unique. 


ECS: Are there any plans for a 
Special Edition of the game? 


ML: i's a little early to talk about this in detail 
yet but the simple answer is yes. 

We actually plan to do a lot with this game and 
its universe of characters. We are planning a 32- 
meg version that will have four new characters, 
plus all new features and moves for the older 
characters. This version currently is code named 
Eternal + 

We also are planning a CD version, which will be 
in 30; a Game Gear version, which will be a 
combination of side scroll and fighting, and a 
couple of stand alone games that star Larcen and 
Shadow. We also have a plan for Saturn, Sega's 
new 32-bit console project, that will blow people 
away! 


ECS: Could you tell us more 
about the Mega CD version? 


ML: This title will take the two-dimensional worls 
of Eternal and allow players to fight in all 
directions. In addition, we are planning fu 
Cinepak movies of the characters being 
rescued from their deaths, the win 
sequences, and a loss sequence which 
shows all the losers being returned 
to their death. All Cinepak 
animations will be done on Silicon 
Graphics machines. It will also 
have 3D audio. 


ECS; Now the game is 
complete and out, 
how do you feel about 
all your hard work? 


Ls myself and Sega Interactive 
are very proud of Eternal 
Champlons. While there many 
things we will enhance and change 
for a future version, we fee that 
the game represents an excellent 
first effort and brings some 
originality to a market full of clones 
Ld and knock-otts e 
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FULL NAME 
XAVIER 
PENDRAGON 


FORMER 
OCCUPATION 
Scientist/Alchemist 


Xavier's only love was science. After failing as 2 
blacksmith, Xavier had to find a new career. Alchemy 
seemed 2 good alternative, He worked on the age-old 
problem of turning base metal into gold but instead 
iscovered the secret of an unlimited and clean- 
running energy source. Before he could pass on his 
findings to future generations, however, he was 
denounced as a warlock by the superstitious people 
of his time and burned at the stake. 


FIGHTING STYLE 


Hapkido Cane fighting 
Xavier wears voluminous hooded robes and carries 2 
snake/dragon staff and looks like some kind of 
medieval wizard most of the time. Add to that the pale 
skin and elf-like eas, it's not surprising the people of 
Salem thought he was a warlock and wanted to burn 
him atthe stake. 


TIME ZONE OF 
ORIGIN 
17th Century. 


ORIGINAL DESTINY: 
Burned at the stake as a 

warlock; Salem R 

Massachusetts, 1692 A.D. 


Xavier moves with grace and style, like a dancer. He 
thinks of himself as elegant and distinguished - 
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others say he is arrogant and self-opinionated. He 
does have a certain dignity, however. 


Although garrulous and a bit of @ know-it-all he is a 
brilliant scientist and alchemist. He and Midknight are 
close friends (well, the closest thing to friends that 
these two characters could ever gett). Midknight is 
fascinated by Xavier’s work with energy systems and 
Xavier is fascinated by bio-chemistry and genetics, 
Their mutual love of science has brought them 
together. Xavier likes hot, spicy food. 


Xavier is terrified of fire - especially of being burned 
alive, He also hates horses and anything to do with 
them. Xavier has little time for the ignorant or 
untutored, he is impatient and full of nervous energy, 
always wanting to get on with his next task. He has 
contempt for all the other heroes especially Slash and 
Trident, 


i. SPECIAL MOVES 


FULL NAME: 


JETTA: THE 


Stand Still 


Close 


BACKGROUND: 

Born in Russia, Jetta was active as a 
revolutionary, plotting against a tyrannical Tsar. 
She was forced to flee to Indonesia, where she 
learnt Pencak Silat to add to her knowledge of 
Savate. Going undercover as a circus acrobat in 
China, she met with other revolutionaries and 
planned a return to Russia. However, agents of 
the Tsar caught up with her in China, and 
arranged for her untimely death in a circus 
accident 


APPEARANCE: 

Blonde and beautiful, dressed as circus acrobat 
with additional razor-sharp discs at wrists and 
ankles. 


MANNERISMS: 
Cold and distant, but also efficient and 
business- like. 


MOVES 


Crouch | Jump Up 


Chicken 
Strike 


Double 
Foot 


Jump At 


LIKES/DISLIKES: 

Strong, idealistic and fanatical about fulfilling 
her mission. She has formed an attachment to 
Larcen Tyler, who is also an idealist. Hates 
monarchists, kings, queens, or any despotic 
tyrants. She developed a fear of heights 
following her ‘death’ in the circus. She dislikes 
Slash, who seems brutish towards her. She 
utterly hates Midknight and cannot see him as 
anything other than a vampire. 


SPECIAL MOVES 
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second 
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FULL NAME: 
UNKNOWN 
(AND PROBABLY 
UNPRONOUNCABLE!) ff 


FORMER 
OCCUPATION: 
Prehistoric hunter. 


FIGHTING STYLE: 


Pain! 


TIME ZONE OF 
ORIGIN: 


Prehistoric 


ORIGINAL DESTINY: 


Stoned to death by own tribe; 
approx 699 B.C. 
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Smarter than the rest of his pre-human tribe, 
Slash discovered the use of fire. Fearing his 
power the elders of his tribe proclaimed him to 
be an evil force, and he was stoned to death 


Huge, hulking ape-man, dressed in the skins of 
creatures he has slain in single combat. 


Gruff and rude. Picks his nose/teeth, etc., in 
public. Growls a lot. 


Slash is fascinated by fire. Whenever he sees 
fire, he will often stop what he is doing and gaze 
at the flames for hours. Loves to inflict pain on 
his enemies, which he does with great skill and 
gusto. He has become a good friend of Trident 


Attack 
% Damage 7%) 
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the Atlantean. As both are not quite human, it is 
only natural they should hit it off, Slash is very 
fond of Jetta Maxx - unfortunately she doesn't 
feel the same way about him. He gets on well 
with RAX (both enjoy fighting) 


Midknight and Xavier - intently! 


Deceptively intelligent (for a prehistoric human!) 
Slash is not phased by the modern technology 
he encounters in the far future. To him it is just 
another enemy to be conquered. 


| SPECIAL MOVES 


CHAMP STATS 


Stand Still | Close To 


Double 
Palm Push 


Full Force 
Back Slap 
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Side Kick 


| Damage 5% 


Lighting 
Kick 
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Damage 9% 


APPEARANCE 


MANNERISMS: 


BACKGROUND. 


Crouch 


Crouching 
Palm Push 


Damage 7% 


Full Body 
Uppercut 


Damage 11% 


Crouching 
Side Kick 


Damage 6% 


Jump Up | Jump At 
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Head High 
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SPECIAL MOVES 


Forward X+Y+Z 
Press down for half a second, then up + C 
Buttons X+¥4Z 


Buttons A+B +0 
Buttons At 
Move back for half a second, forward +Z 


Forward +A+B4C if within throwing 
distance 


Buttons X+Z 
aunts the opponent with gestures and 
body moves 


Born in Syria, raised in Africa, Off 
was dedicated to the extreme, working some of the 
meanest parts of New Chicago. He had, however, one 
small problem: his temper. After almost getting killed 
several times by a suspect during a case, Blade 
finally caught up with him, The suspect again tried to 
terminate Blade, who side-stepped the laser shot and 
grabbed the suspect. Being only human Blade was out 
of patience. He proceeded to thrash the suspect 
nearly to death. The suspect survived and sued the 
department. Blade was fired to "hush up’ the scandal, 
and ended up moving back to Syria to become @ 
Bounty Hunter. 

His final case dealt with a rogue scientist who had 
‘escaped a government bio-weapons lab. In a stand- 
off, the scientist was threatening to smash open a vial 
containing a virus that would kill ninety-five per cent 
of the Earth's population if the Syrian government 
didn't stop all bio-research. The government hired 
Blade to safely retrieve the vial, Blade agreed on one 
condition; that the government wouldn’t interfere. 


FULL NAME: 
JONATHAN BLADE 
FORMER 


OCCUPATION 
Bounty Hunter 


Jonathan Blade 


FIGHTING STYLE 
Kenpo 


TIME LONE OF 
ORIGIN 
21st Centu 


ORIGINAL DESTINY 
Killed by deadly bacteria from 
smashed vial; New Chicago, 2030 
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They agreed. 
Blade cornered the scientist in an alley and radioed 
that he had agreed to give up the vial peacefully. 
Government agents who had followed Blade took this 
moment to make their move. Laser shots filled the 
alley. The last thing Blade saw before he died was the 
smashed vial that had once contained the virus 
Tall and very intimidating. Blade wears a distinctive 
outtit that almost screams “take me on - if you dare!” 
High-tech 21st century weaponry such as stun beams 
and tracking blades make Blade one bounty hunter 
you don't escape from. 


His temper. Usually he manages to keep it in check ~ 
just. But if Blade blows you don’t want to be within 
five miles of him! 


None that he will admit to 
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